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ABSTRACT

This study aimed to investigate the effectiveness of using the Board Race Game to
teach vocabulary mastery among seventh-grade students of SMP Negeri 7 Sungai
Ambawang in the academic year 2024/2025. This quantitative research employed
a pre-experimental design with a one-group pre-test and post-test involving 22
students from class VII B selected through cluster random sampling. Vocabulary
tests were administered before and after the treatment, and data were analyzed using
a t-test. The pre-test average score was 67.73, which increased to 82.50 in the post-
test. The t-test result (t=15.13 > t-table = 1.721) at a 0.05 significance level showed
a significant improvement in students’ vocabulary mastery, with an effect size of
1.09 indicating a strong effect. During classroom implementation, students actively
participated in the game by racing to write vocabulary on the board, which
encouraged competition, collaboration, and excitement. This lively atmosphere
helped students recall and use words more effectively, particularly nouns and
adjectives, while also boosting their confidence and motivation in learning English.
The study concludes that the Board Race Game is an effective and engaging
teaching strategy that creates an interactive learning environment and significantly
enhances vocabulary mastery among junior high school students.

Keywords: Vocabulary Mastery, Board Race Game, Teaching Vocabulary



ACKNOWLEDGMENTS

Praise to Lord God Jesus Christ for His blessings, unwavering love, and
invaluable guidance in helping the researcher complete this thesis, entitled "The
Effectiveness of Using Board Race Game in Teaching Students’ Vocabulary
Mastery." This thesis was written to fulfill one of the requirements for obtaining a
Bachelor's degree in English Language Education Study Program, Language and
Art Education, Faculty of Teacher Training and Education, Universitas
Tanjungpura, Pontianak. On this occasion, the researcher would like to thank all the
people who have contributed to the completion of this thesis.

The researcher would like to extend her deepest gratitude to her first
supervisor Drs. Luwandi Suhartono, M. Hum and Drs. Syarif Husin, M.Pd. her
second supervisor for their guidance, excellent supervision and invaluable
comment, suggestion and also correction that contributed in improving and
completing her thesis. The researcher had very good fortune and honour to work
under their supervision. Moreover, she would also like to express her deepest
appreciation to the examiners, Urai Salam, M. CALL., Ph. D. and Wardah, S.Pd.,
M.Pd. for their suggestions and advice throughout the entire process, from the initial
seminar research design until the completion of the thesis.

At the same time, the researcher would like to express her gratitude to:

1. Dr. Ahmad Yani T, M. Pd the Dean of the Teacher Training and Education

Faculty of Universitas Tanjungpura.

2. Dr. Agus Wartiningsih, M. Pd., Head of Language and Arts Education

Department

ii



3. Yanti Sri Rezeki, S.Pd., M.Ed. Wals., Ph.D., the Chairperson of English
Study Program, who has provided the invaluable assistance and guidance during
the process this thesis.

4, All the lecturers of the English Study Program of FKIP at Universitas
Tanjungpura who have shared their knowledge, time, attention, and help.

5. The principal of SMP Negeri 7 Sungai Ambawang, and the English teacher
of SMP Negeri 7 Sungai Ambawang, Fajar Wirawan, S.Pd who helped the
researcher during the research.

6. The students of SMP Negeri 7 Sungai Ambawang, class VII A and VII B,
2024/2025 Academic Year who have helped the researcher during the research.

7. To my fellow students in the 2020 class, particularly those in the PPAPK
program. Thank you for your motivation and assistance during the lecture period.
While I can't mention everyone individually, please know that I appreciate your
support.

Furthermore, the highest appreciation and deepest gratitude go to her
beloved parents Pernalemen Andreas Ginting and Rista Maretta Nababan for their
prayer, love, support and motivation for the researcher’s success. The researcher
also thank to her older sister Friska Delviany Ginting, S.Si and my older brother
Charolus Putranta Ginting, S.Pd who have supported in many ways until this thesis
was completed and she is grateful to have them in her life. Her special thanks also
go to the owner of students ID number F1041191018, for his amazing and faithful
friendship, generous and incredible support, help and always encouraging the

researcher to complete this thesis.

i



The researcher wishes that this thesis will be useful for other students of
English Language Study Program. The researcher realises that this thesis may
contain weaknesses and still far from perfect. Therefore, the researcher gladly
welcomes any constructive criticism, comments and suggestion for the betterment

of this thesis.

Pontianak, November 2024

The Researcher

v



TABLE OF CONTENTS

ABSTRACT ..uucouriinsninensnissesssnssessssssessssssssssssssssases ceesressssntesssntesssasssssnae i
ACKNOWLEDGMENTS weee i
TABLE OF CONTENTS. ceeseesssssssstessssasensssassnssans \4
LIST OF TABLES vii
LIST OF APPENDICES....... ceesssenssnsenane ... Viii
CHAPTER 1 INTRODUCTION 1
I.1 Background.........cocooeioiiiii e 1
1.2 Research QUESHIONS ......cveieeuiiieiieceiiee et et eeeee et et e e et eteeeerneeens 7
1.3 Research PUIPOSES .....c.oeiuieeiieiieiieee e 7
1.4 Research SignifiCance ...........cceevvieriieiiiiiieciecieeeeeee e 8
1.5 Scope of 1€S€arCh. ......oouiiiiiiiiiiiiiece e 8
1.6 TerMINOLOZY ..eeeeeviiiiieiiiie ettt ettt et e st e e s e et eesstaeessbeeensseeens 9
CHAPTER I LITERATURE REVIEW .....cicviininninsuissensansssssassssssssssssasssssses 11
2.1  Teaching English as Foreign Language........c...ccccccveeevvevieceeecreereeeene. 11
2.2 VOCADUIATY ..ottt 12

B B € 1 o LR 25
2.4 Board Race Game........ccouiriiriiiieiieiieiesieete sttt 27
CHAPTER III RESEARCH METHOD ......coievininsensinsenssnssesssessessasssssssssases 31
3.1 Research DeSi@N......cccvievuieeiiiiiieiieeiieee ettt 31
3.2 Research partiCipant ..........ccveeeveeeiiieeiiieeeie et e e sree et e e evaeesenee s 35
32,1 POPUIALION......uiiiiiieciicciic ettt e e e e e e e ereeenreeen 35
3.2.2  SAMPING...iiiiiiiiiiiieciie ettt ettt e ettt eesb e eestbeeeebaeeabaeenbeean 35
3.2.3  SAMPLC .ttt e eenreeens 36

3.3 Techniques of Data collection ..........cceeeeveeecveicssuencssnricsencssenncsenccnnes 36
3.4  Tools of Data Collection ceerssstesanesaessasssnsnesae .37
Bl TEY OUL oo e e s es e s ee s ee e eeeeeees 38
342, VAHAILY oo e s 39
343, REHADIIILY .eiiiiieiiieeee ettt 39

3.5 Data analysis. .41
3.5.1. Hypothesis TeStNE. .....cccueruiiiiiiiiieiiesiiesieesie ettt 44



CHAPTER IV RESEARCH FINDINGS AND DISCUSSION ......cceeueeueerncens 46

4.1.  Research FINAINGS ......c.cccveviiiiiiiiieiicciecceee e 46
4.2, DISCUSSION. ..ceeutieiieitieeiieeieeteesiteeteeteesteeseteeteesseesseeenseenseesseessseenseeseenes 53
CHAPTER V CONCLUSION AND SUGGESTION .58
S5.1. CONCIUSION ....vtiiiieiiieie ettt ettt ettt e saee e e e ees 58
520 SUZZESHION .ottt ettt ettt et ettt e et et e e at e et et e sseeeneeeneens 59
REFERENCES .....cccuiiiiniiiinninnnnsissssssissssssssssssssssssssssssssssssssssssssssssossssassssssssssasss 61

vi



LIST OF TABLES

Table 3.1 One-Group Pre-test and Post-test Design .........ccceeveveererieinerienennns 32
Table 3.2 Population of The Research..........cccovveveviniiininieniniececcseecene 35
Table 3.3 Sample of The Research ..........cooceiiiiiiiiiiniiniieeeee e 36
Table 3.4 Table of SPecification .........cecvererieeririirieeceee e 38
Table 3.5 Table of Reliability ........ccocueriiiiiiiiiiiiiii et 40
Table 3.6 The Classification of Students’ SCOTE.........cccerervviniriiininiiiniicnenne 42
Table 3.7 Table of Effect Size Calculation ..........ccccoeiiiiniiiiiiiiiiniiiiiics 44
Table 4.1 Classification of Percentage Pre-Test .......cccccovveiviiniiniiniiiiiieieeneee 46
Table 4.2 Classification of Percentage Post-Test........cccevervieneriieninieniniencnne 47

vii



LIST OF APPENDICES

APPENDIX I Pre-Test and PoSt-TeSt....c..ccooueruiriiienieniiniieieesieesiee e 64
APPENDIX IT Lesson Plan......c.cccociiiiiiiiniiniiiiieieeieesieesie e e 63
APPENDIX III Table of Validity Calculation .......ccceveeeriissneeriicssnneessissineeennens 76
APPENDIX IV EXpert Validity ..cceeeeeeieieiisininininnniniiiiiiiiiniiinieieeeeesesssesssssssssssess 77
APPENDIX V Students’ Pre-Test SCOTE ......ceviiiiiiiiiiiienieeieeieeieeiee e 78
APPENDIX VI Students’ Post-Test SCOTE......cccerurrirriieiiieriesieeieeieeseenee e 79
APPENDIX VII The Students’ Score in Try-Out.........cceoceereeriiriiennieeneenieniens 80
APPENDIX VIII The Data of Mean Different..........ccccoveeeveiniiiiiiinieencinienens 81
APPENDIX IX Students’” Pre-Test........cccueriiriiriiieieenienieeieesieesiee e 82
APPENDIX X Students’ POSt-Test.......ccccueriiriiriiiniienienieeieesieeniee e 84
APPENDIX XI T-TabIE «.cuveeiieiieiieeiieieesiie ettt eee e ee e 86
APPENDIX XIT DOCUMENTALION ....eeruvieiieriiiiiiieieeieesiee sttt 87
APPENDIX XIII SK Pembimbing dan Penguji........cccceeveeviriivienenicninencnns 90
APPENDIX XIV Permission LEetter ......ccoccuierieeriiriiiienieeeriee e 93

viii



CHAPTER
INTRODUCTION

11 Background

Language is the ability that humans have to communicate with other
humans. Learning a language cannot be separated from learning vocabulary.
According to Harmer (2007), vocabulary is a vital component of language. This
highlights that vocabulary is not only essential but is also the key to learning any
language, especially in learning the English language. Hasbi et al., (2022) also
emphasize this point by stating that mastering vocabulary is one of the most
important aspects of learning English. Without a strong vocabulary, learners are
limited in their ability to express themselves or fully understand others, making

vocabulary mastery foundational to achieving fluency in the language.

In learning English, the students need to learn four skills. Those are
listening, reading, writing and speaking skill. In line with that, Lube and Nuraeni
(2020) state that vocabulary is a crucial component of learning English since
without it there is nothing people can express the four language skills of listening,
speaking, reading and writing. This means that to be able to master other language
skills, it is necessary to master vocabulary first. Vocabulary provides learners with
the words needed to express their ideas, comprehend texts, and communicate

effectively in English.

English has become one of the languages that must be mastered globally,
including in Indonesia (Silalahi, 2019). English is officially taught as a foreign

language in Indonesian schools, a decision implemented by the Minister of



Education and Culture in 1967. Presently, Indonesia employs two curriculums,
namely Curriculum Merdeka and Curriculum 2013. This research was carried out
at SMPN 7 Sungai Ambawang, focusing on seventh-grade students who study uses
the Curriculum Merdeka. The implementation of the Curriculum Merdeka by
SMPN 7 Sungai Ambawang confirms its commitment to innovating Indonesian
education to increase students' potential and interest in learning. The Curriculum
Merdeka gives students the freedom to choose their learning interests, reduces
academic burden, and fosters teacher creativity. The main goal of teaching English
is to achieve proficiency in communication skills in English. Effective
communication requires additional components, such as mastery of vocabulary.
Therefore, students need to master English vocabulary. The seventh-grade
curriculum at SMPN 7 Sungai Ambawang includes various types of texts, including
descriptive texts, stories, and narratives. In this study, the researcher chose to
examine descriptive text types, with a special focus on teaching students'

vocabulary skills, especially on nouns and adjectives.

Vocabulary is the most important element of language power, but
vocabulary is also a basic problem for foreign language learners. When it comes to
vocabulary, students frequently forget the meanings of words they have previously
learned or been instructed (Salipadang et al., 2023). This issue particularly affects
Indonesian students, who often find English challenging and struggle with building
their vocabulary. At SMPN 7 Sungai Ambawang, many students experience
difficulties in memorizing vocabulary, as they only read books during the teaching

and learning process. Teaching methods that fail to engage students further



compound this issue, leading to disinterest in English learning and lose motivation
to expand their vocabulary. Therefore, it is essential for English teachers to explore
alternative teaching methods that can make vocabulary learning more enjoyable

(Saputri, 2022).

One enjoyable way to teaching vocabulary is through games. Games can be
used as a valuable educational tool that can be used at all age levels to make the
learning process more engaging and interactive (Sulaiman, 2019). Traditionally,
games have been associated with children's activities; however, modern educational
approaches recognize their effectiveness across age groups. Even junior high school
students benefit from games as a medium for learning English, as games make
language learning exciting, fun, and not boring (Silalahi, 2019). The utilization of
games in instruction enhances the meaningfulness and enjoyment of the learning

experience for individuals of all ages.

The use of games as teaching media could help catch students’ attention and
focus better than traditional ways. Games can make students more interested in
learning English, rather than stressing about the unfamiliar grammatical structures
that students must learn (Saputra & Hadi, 2019). It is expected that engaging
students in enjoyable activities like games will spark their enthusiasm for studying
English and help them to understand English quickly and easily (Silalahi, 2019).
Educational games are available to teach vocabulary, and one noteworthy example
is the board race game. A board race game is a game that has a positive contribution

to increasing EFL vocabulary (Hukom, 2021). This board race game is a kind of



game that was implemented and this game could make a positive contribution in

improving students' vocabulary enrichment.

The board race game is an interactive and dynamic educational activity
commonly employed in language instruction. It represents an evolution of
traditional board games, utilizing a board as a central component. According to
Palupi Kusumawati (2017), the board race game is an enjoyable method for students
to practice their English skills while engaging in a competitive setting. This activity
involves students collaboratively racing to contribute and write vocabulary terms
associated with a given theme or category on a classroom board. The board race
game fosters active participation, engagement, and competition among students,
thereby cultivating a lively and effective learning environment. Encouraging active
involvement, the game prompts students to think actively about and recall
vocabulary terms, thereby contributing to more effective vocabulary retention. The
inherent competitive element in board race games functions as a potent motivator
for students, as the desire to win the race often stimulates increased effort and focus
on vocabulary acquisition. Moreover, board race games facilitate collaboration
among students, who work together to generate a comprehensive list of vocabulary

terms, thereby enhancing a sense of teamwork and shared learning.

The main reasons for choosing board race games as a teaching medium is
their capacity to integrate learning with enjoyment in a manner that fosters active
student engagement. Traditional vocabulary activities that rely solely on dictionary
use often result in boredom and limited vocabulary retention. In contrast, board race

games transform vocabulary practice into a dynamic and collaborative competition,



encouraging students to respond swiftly, recall vocabulary under time constraints,
and collaborate with peers. This combination of cognitive and social interaction
contributes to increased student motivation and improved learning outcomes.
Moreover, board race games support kinesthetic learning through physical
movement, which is particularly beneficial for young learners in enhancing memory
retention. Their adaptability allows educators to tailor the activity to various
language topics and proficiency levels, making them a practical and versatile
instructional tool. Given these advantages, board race games are considered an
effective approach to addressing vocabulary learning challenges and enhancing
students’ enthusiasm for learning English. While many digital applications such as
Kahoot or Quizizz are popular for language learning, they often require access to
stable internet connections and personal devices, which are not always available in
every classroom setting, especially in rural or under-resourced schools. In contrast,
board race games are low-tech, cost-effective, and do not rely on digital
infrastructure, making them more accessible for a wider range of educational
contexts. Additionally, board race games promote physical movement and face-to-
face interaction, which help young learners stay engaged and active throughout the

learning process.

To study the proposed topic, there are several previous studies to support
the research. The first study conducted by Octaviani et al., (2019), this study was
conducted at Uttaryan Suksa Krabi School for fifth-grade students. This research
used a collaborative classroom action method. The results of the analysis of this

study showed a substantial increase in students' vocabulary mastery, with a pre-test



score of 55.3, a post-test 1 score of 68.6, and a post-test 2 score of 85.6. These
results indicated that board race games effectively improved students' vocabulary
mastery. The students showed better abilities in pronouncing, memorizing, and
understanding new vocabulary in context. The researchers concluded that the board
race game helped overcome the problems students faced in vocabulary learning by

offering an interactive and motivating learning experience.

The next study conducted by Nurdina (2021), this study used pre-
experimental research aimed to improve eighth-grade students’ vocabulary mastery
through the board race game, using multiple-choice tests for data collection. The
results showed a significant increase in students’ scores: the average score for verbs
rose from 45.25 to 78.5, and for adverbs from 42.75 to 69. Statistical analysis
confirmed the significance of the improvement, with t-test results exceeding the t-
table value. The study concluded that the board race game had a significant positive

effect on students’ vocabulary mastery, particularly in learning verbs and adverbs.

Based on the previous study mentioned, the researcher aimed to complete
the previous study and enrich similar studies' findings. In this research, the
researcher used junior high school students as research subjects, whereas in the
previous study, the first researcher used elementary school students as research
subjects. Also, in this research, the researcher focused on teaching vocabulary with
a special focus on nouns and adjectives. Meanwhile, in the previous research, the
second researcher focused on increasing vocabulary with a special focus on verbs

and adverbs.



Therefore, based on the preceding explanation above, the researcher

conducted a study titled “The Effectiveness of Using Board Race Game in Teaching

Students’ Vocabulary Mastery (A Pre-Experimental Research on Seventh Grade

Students of SMP Negeri 7 Sungai Ambawang in Academic Year 2024/2025).”

1.2

1.2.1.

1.2.2.

1.3

are:

1.3.1.

1.3.2.

Research Questions

Based on the background of study above, the research questions are:

Is the use of board race game effective in teaching vocabulary to junior high
school students?
How effective is the use of the board race game in teaching students'

vocabulary mastery at the junior high school?

Research Purposes

Related to the research questions of this study, the purposes of the research

To find out whether or not the use of the board race game is effective in
teaching vocabulary of junior high school students.
To investigate how effective the use of board race game is in teaching

students' vocabulary mastery at the junior high school.



14 Research Significance
This research is expected to have some significance not only for the
researcher, but also for three groups of people such as teachers, students, and other

researchers.

1.4.1. For the researcher, the result of this research can give the researcher useful
knowledge of the use of the board race game in teaching vocabulary.

1.4.2. For the English teacher, the result of this research will provide the teaching
vocabulary using board race games that can help the teacher to teach the
students' ability in English, especially in vocabulary.

1.4.3. For the students, it is hoped that this research will make students happier
and not feel bored when studying so that students can enjoy learning. And
students can use this game to help them learn languages especially to their
vocabulary in learning English actively and confidently.

1.4.4. For future researchers, this research can be a source to conduct further

research that is relevant to this problem.

1.5 Scope of research
This study focused on implementing board race game to teach students'
vocabulary mastery. This study is also carried out at the level of seventh-grade

students of SMPN 7 Sungai Ambawang for the 2024/2025 academic year.

1.5.1. Variables

1.5.1.1.Independent Variable:



The use of Board Race Game. Researcher wants to examine how the use of
this game affects students' vocabulary mastery.

1.5.1.2.Dependent Variable:
Students' vocabulary mastery. Researcher wants to investigate whether the

use of games had a measurable impact on students' vocabulary mastery.

1.5.2. Hypothesis

1.5.2.1.Ha (Alternative Hypothesis)
The use of board race game is effective in teaching students’ vocabulary
mastery.

1.5.2.2.Ho (Null Hypothesis)
The use of board race game is not effective in teaching students’ vocabulary

mastery.

1.6 Terminology
To avoid misunderstandings and errors, it is necessary to define the key

terminology used in this review. These key terms have the following definitions:

1.6.1. Vocabulary
Vocabulary is a collection of words that a person uses in a particular
language or context. Vocabulary consists of two categories: content words
and functional words. Content words consist of Noun, Verb, Adverb, and
Adjective. In this study, researcher focused on noun and adjective.

1.6.2. Teaching vocabulary



1.6.3.

1.6.4.

10

Teaching vocabulary is the deliberate and systematic process of instructing
individuals in the acquisition and understanding of words and their use in
specific contexts. In teaching vocabulary, effective strategies are needed to
increase vocabulary knowledge. Games can be used as a strategy for
teaching vocabulary.

A board race game

A board race game is an interactive and educational activity that involves a
competitive and collaborative race between participants to write down
vocabulary.

SMPN 7 Sungai Ambawang

SMPN 7 Sungai Ambawang is a public school at the junior high school
level. SMPN 7 Sungai Ambawang is located on Jalan Raya Mega Timur
Desa Mega Timur Parit Lengkong, Kecamatan Sungai Ambawang. This

school is located in Kuburaya Regency, West Kalimantan.



